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SAFKf Y INf OI^MAT I0N 

About Photosensitive Seizures 

A very small pen enrage of people may experience a seizure when exposed Co 
certain vimi.iI images, iru hiding Hashing lights or patterns that may appear 
in video games. Even people who have no history of seizures or epilepsy 
may have an undiagnosed condition that can cause these "photosensitive 
epileptic seizures" while watching video games. 

These seizures may have a variety of symptoms, including lightheadedness, 
altered vision, eye or tare twitching, jerking or shaking of arms or legs, dis- 
orientation* confusion, or momentary loss of awareness. Seizures may also 
cause loss of consciousness or convulsions chat can lead to injury from 
failing down or striking nearby objects. 

Immediately slop playing and consult a doctor it you experience any of 
these symptoms. Parents shook! watch for ot ask their children ahour the 
above symptoms — children and teenagers ate more likely than adults to 
experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting far- 
ther horn the television screen, using a smaller television screen, playing in a 
well Ijl room, and not playing when you are drowsy or fatigued. 

If you or any or your relatives have a history of seizures <>t epilepsy, Consult 
a doctor before playing. 

Other Important Health and Safery Information The Xbox Instruction 
Manual contains important health and safery information that you 
should read and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front- or 

re.ir projection types, can be damaged if any video games, nu tbding Xbox 
games, are played CM) idem. Static images presented during the normal 
course of game plaj ma) "burn In" to the screen, causing a permanent shad- 
ow of the M.uit image to ippeai at .ill times, even when video games are not 
being played. .Similar damage may occur Imni sialic images created when 
placing a video game on hold 01 pause, Consult your television owner's 
manual to determine if video games can be played safely on your set. If you 
.ire unable to Mm iIhs information in the owner's manual, contact youf tel- 
evision dealer or die manufacturer ro determine if video games can be 
played safely on vom si i 

Unauthorised cnpjfiqg, twerse engineering, transmission, public perform- 
ance, rental, p.t\ lor play, m i irutnu.auii >n of copy protection is strictly 
prohibited, 
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Using the Xbox Video Game System 

1. .Set up your Xbox video game system by following the instructions in (he 
Xliox Instructioa Mutual. 

2. Press the pnwii hiu mn and the status indicator light will light up, 

3. Pii.^-1 the eject button and the disc tray will open. 

4. Piatt: the DuMSfONS & DRAGONS'" Hemes " game disc on ihe. disc tray 
with the label facing up ami close- the disc tray. 

5. Follow on-screen instructions and refer to this manual lor more infor- 
mation about playing the DUNGEONS & DjMGONfi " Hemes"" ;t>amc. 
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Avoiding Damage to Discs or the Disc Drive 

!>> avoid damage m discs nr the disi drive: 

• Insert only Xbox-eompatiblc discs into the disc drive. 

• Never use oddly shaped discs, such as star-shaped or heart-shaped disi v 

Do not leave a disc in ills.- Xbox console for extended periods when nut 

in use. 

• Do not move the Xhox console while the power is on and a disc is 
inserted. 

« Do 001 apply labels, stickers, or other foreign objects to discs. 



Using the Xbox Controller 







^ lumen tin' XHnji Controller CO any controller port on die Front of the 
Xbox console. For multiple players, connect additional controllers to 
available controller ports. 

Insert any expansion devices (for example, Xbox Memory Units) into 
controller expansion slots as appropriate. 

Follow on-screen instructions and refer to this manual for more inhu- 
mation about using the Xbox Controller to play DUNGEONS & 
Dragons'*- Heroefi 
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Menu Controls 



Game Controls 




ACTION CONTROL 


Change Menu Seleui<ni 


[a-R thumhvtiLk <n directional pad 


Confirm Menu S^lei t i « > n 


A button 01 Si ART" button 


Previous Menu/Ejdt 


R button in BACK buiiun 


Exh Game Options Menu 
(Save Changes] 


START button 


l.xii t tatne ( fattons Menu 
(Do Nut Save Chafes) 


R button m BACK button 



ACTION 


CONTROL 


iYiOveineril 


I eft thumbstfck 


Melee < ombo 


A button 


Powet Move ] 


X button 


Fewer Move 2 


Y button 


kern 


B button 


Block 


Left trigger 


Healing Potion 


White button 


MvMiu.il Will lotion 


Black button 


Auinliup 


Right thumbstick button 


Display Action Menu 


PliN and liold right tri^cr 


Crun^e Moves, [terns, or 
Gems (wiih ,'Vinm 
Menu open) 


Select: directional pad nr right 

thuiiihstkk up/dnwn 

( li. UH',e: directional pad or right 

thunibstick left/right 


Rotate/Zoom Camer/Li 


Right ihumhslick 


Display Hero Review screen 


BA< )K button 


Rm$c/( r.i 1 1 k' <. )ptfons Menu 


START button 






Hero Review Screen Controls 




ACTION CONTROL 


Select Menu [Equip/ 

[tems/Levd Up/Stars/ 

Quests/Quests Items) 


Ltft tbutnbstkk or directional pad ScftVright 


Scroll/Select 


Left thutnbstickirr diixUtOfuil pad up/down 


Usey'Equip/Nkk't i 


A button or START button 


Back 


B button nr BACK button 


Dfop it-em 


Y button 


Give item 


X button 


JT-xir Hero Review screen 


BACK button 



Shoppe Screen Controls 


ACTION 


CONTROL 


Select Buy Menu 

{ An i u >i I'Mt e,i[ h ii i f 1 (em) 


l .eft thumbs tick or 
dirciliurl.il pad k't'i /tight 


Select item 


1 i li tbumhstitk oi 
directional pad up/duwn 


Buck 


B button in BACK button 


lot^le Buy/Sell \crccn 


Y button 


Huv/Sell item 


A button or S TART button 


join, queue (Cooperative mode) 


BACK button 


Exit SboppC ureeli 


il button or BACK, button 



SAVING LOADinq 

To save a Dt '■.' ■' ■>'-.'■ d ! In 1 1 i tft& lleraef game to your XJdox li.it J disk. 
locate an in-game save point, or select Save Game: from the Game Options 
menu. H ighlight a game .slot and press the A button to select. Press the A 
button again ro save (set page* 14, "Save Game Menu") 

To load .111 existing game, seleet Load Game from the Main Menu or the 
Game Options Menu. I liphlight a .saved game slot and press the A button 
in sek'i i I lighlight rhe desired Hero and press the A button ro load rli.it 
Hero (.see page 13, "Load Screen"). 



WELCOME fO 
DUNCjlXONS Ei DRAQ0HS* HEROES 1 " 



PROLOGUE 

The DlJNGgOW & tfeAGom* Player's Handbook, Du,\'t ;/.-■< i.x Afopnm'S 
Guide, and Monster Manual ire the ultimate guides to BtflVGSONS & 
Dlt.n, t j.-vV and die DUNGkONS & DRAGONS'' I femes'''' experience. Using 
these books and your imagination, you and your friejids can continue your 
hemic adventures beyond Castle Bade. All of these dries art published by 
Wizards of the ("oast. Int., and are available at book and game stores every- 
where. Learn more at www.wizards.coni/dnd. 

Atari Interactive does not control, and disclaims any responsibility or liability lor. the 
functioning and performance nf third -party web sites and any content on or available 
through third-party web sites. 
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The Sf ory so Fai^ 




One hundred and 11 fry years ago, a new and growing darkness 
descended upon the peaceful land oi Bade. The wizard Kaedin had 
opened four portals, eaeb leading to a different plane of existence, 
and harnessed the power of the planes to create Four different Gems, each as 
strong as the plane that bore it. He then created a fifth Gem to channel the 
power oi ihe wind itscll and entrusted it to a fearsome beholder who 
protects it to this day. 

With these Hems, he became mure powerful - and more malevolent - than 
.my wizard ever known. Town after town fell in his wake, and (he hiuire 
was uncertain ai best. Fearing its demise, the Kingdom of Baele called for 
its best and brightest, and four brave souls answered the call. 

They traveled to Kaedin's castle, confronted the wizard, and against all 
odds, they defeated him. But ill the seconds before he died, Kaedin cast a 

spell to kill them all. 

With his death, the grareful citizens of Baele tore down Kaedin's castle. 
The Gems were banished to the planes and the entrance to the portals was 

scaled, trapping the beholder within. A new castle was built on top of the 
remains, the present day I'.i.sile Kiele. 

Meanwhile, the four Heroes were given a champion's burial, and Kaedin's 

run. mis were tossed In an nmnarked crypt... 

One hundred and lihi years later, a group oi evil clerics sought ro channel 
the dead wizards power as their own, hur the power they hoped to control 
muddy killed them all. 

New Kaedin is alive once more, and his castle lias reformed, magically sus- 
pended in the sky high above Baele. A darkness brews in rhe winds around 
it, and Back's troubled elders recount stories from lung ago, when town 
alter town was destroyed, and the Gems' powers terrilicd them all. 

The four Heroes who defeated Kaedin are once again called forth. They are 
weak and have lost nearly all iheir former power, but their courage will see 
rhem through as they tight to regain all they have lost and hecume Heroes 
once again! 




r f HE FiQHf ER_ 

Fax north oi Baele across the 
Nebansian Sea, a young Sghte lost 
his father Co deaih in battle on c!il' 
island or Axiom 

1 lc would hear the Sale with thanks for 
years to come: how his father had 
engaged a fierce nigbrwalker, and hekhrtg 
it at bay, allowed 34 warriors to escape 
s.i ioly into the night, losing fiis own life 
in riie effort. The gratitude of the sur- 
vivors and their families made a great 
impression upon ilif buy, and deeply 
tooted his conviction thai evil must be 
stopped at all costs, even if that cum be 

lift itself. 

faking one ol his father's prized swords, he set mil For the Kingdom of 
Bade to train with its renowned Armed Guard, bui ii would be many years 
he-lore lie arrived. Barely a week away from home, he was asked ro join a 
group ol elven adventurers. Knowing their cause to he good and their need 
for help to be great, he readily agreed to accompany them. 

The elves were to be the first in a long line of people seeking his assistance:, 
none of whom he could hear to turn away, fighting alongside dwarves, 
half lings, elves, and gnomes, he watched ,ind (earned, and driven by J deep 
devotion, he perfected the art or melee combat and became a disciplined 
shot with thrown weapons. As the years passed, lie became die land's tough- 
est, fastest, and most revered fighter, and some said that his skill with a 
sword approached magic. 

When at last he arrived in Bade, nearly nine years after he left his home, his 
skill was beyond tho.se that he had hoped to learn from, yet his timing 
could not have been better. Bade needed heroes ro defeat a wizard bent on 
the Kingdom's destruction. Sword in hand, he stood ready. 

Now, raised from the dead over 1 50 years later, he will be a Hero again. 




f HE WIZARD 





She had been raised in Baele, the 
daughter ol two good clvcii wizards. 
I ike her parents, she was trained with 
her staff but even more adept with her 
magic, and she readily accompanied those 
seeking adventure. 

Naturally, she had heard of the wizard 
Kaedin. Any wizard who was any wizard 
had heard of him. He was a recluse, known 
to be among the most powerful in the land. 
and had anyone asked her, she might have 
even conceded that she once longed to be 
like him, to wiele] such powerful magic. 
But that was before Kaedin showed the 
datkness ol his hcarr, 

Some in her guild declared him mad, others thought him a greedy interlop- 
er, but no one expected him to become outright bloodthirsty. In the midst 
ot ,m otherwise peaceful days he came down from his castle and destroyed a 
nearby village, and on its heels, he laid waste to another. 

The cleru nil IV fn fearetj liar Baele and gathered all the Kingdom's casters 
before rhem. Wizards, sorcerers, druids, clerics, bards, and even a few pal- 
adins and rangers crowded the market square 

"If your power be equal 10 that of Kaedin, bring yourself forward." Noi a 
soul moved. They asked again for someone willing to face Kaedin. None 
stepped forth. 

To this day. she cannot explain what happened next. Was ii ih< god 
i cilHoii l.arei hi an's hand ai her back or her good [raining? Her small feet 
sre'pped forth. Hundreds "I easier-,, her friends and peers, looked on. 
Although she knew that many could match or even better her skills, appar- 
ently not one could match her courage. She had chosen to face a wizard she 
once revered. 

Now, over I ^0 years passed, in this life, she confidently steps forwaid again. 





'The CLERIC 
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A>; .1 proficient healer and capable 
combatant, he was a prized 
member of many an adventuring 

party throughout the dwajrven lands of 

Savoneer. A Jerk "I the god Moradin, 
his home was at the altar and in battle, 
delivering his god's will through his magic 

and mighty warhammer. 

1 1 v.. is .1 simple quest that brought him to 

Bade more than I Ml vears ago. The evil 

Duergars, who had Tailed to learn tlieir 

lesson despite the painful and iSumerous 

beatings he and his fellow good dwarves 

gave them, had rccenrly raided an old 

dwarven woman's cottage and made utl with a vase that caught their fancy. 

! he vase, however, contained the ashes or the woman's husband. He chased 

the Diiergars through swamp, muck, and mire all the way to the outskirts 

or Raele where at last he overpowered the leader and retrieved the rase. 

Seeklflga bit oi celebratory chink, he headed mro baelr propel .m, I i, .1 

.in anxious village awaiting its own destruction, ftttrons .u the Chsgom 
tgtnkarti told him or a wizard named Kacclin who had ahead}' turned [wo 
villages to ruins. They Sated Basle was iicm. 

Alter doing his best to calm the nerves of those who sought his council, he 
sei down his tankard, and began preparations for bank. He felt certain his 
arrival here in Baele had been Mo radius will all along, the vase but a ploy. 
Meeting with the clerics of Baele, Ik offered his services in the name of 
Moradin wherever they should sit lii in use him. 

i.Kii I id i. t-;irs I. lie i. Mora Jin's will has raised him again. 



The RoquE 



rphaned at the age of five, she was 
left in the cate of the Seven Stars 




Crew, a feared and evil rogue outfit 
of which her parents had been members I ier 
futua- seemed set in stone. 

Although the crew was rough around the 
edges, it nonetheless cared for its own quite 
well, and many of its senior members took 
to instructing the young rojrue in the finer 
points ol skullduggery. They began to 
mi lull In i ■ hi jobs, small one, ,ii Rest , bui 
gradually the missions increased in complexi- 
ty and danger. I fer small Size wajs invaluable, 
and she showed an incredible proficiency 
with .i bow as well as blades. 

Ii was while she was on a job with the crew that she had a fateful encounter 
whose full impact would not he seen for years to come. 

The crew had been paid by an evil wizard to liberate two amulets that had 
been hidden away In separate temples. The job was easy and the pay was 
incredible. SenUetly, the young rogue hoped ro work fui ihe generous 
wi7ard again. 

Ten years latftr, that mission nearly forgotten, she was away from home 
when word came thai her village had been destroyed, and with i[ all the 
family she had ever known. She shivered to hear the name behind such 
destruction: rhe wizard Kaedin, It was rhe same wizard her crew had worked 
for so many years before. 

With this reali/aiion came emotions harbored deep wirhin, accompanied by 
rhoughrs of what her life had become and rhe evil thai she herself had 
wrought, When she heard the calling of the clerics of I'elor, she knew she 
must amend her ways such that evil may never triumph again. 

Now more dian 1^0 years laier, hei conviction is stronger still. 
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Main Menu 

Use the left thuntbsticti 01 directional pad 
to highlight an option in ihc Main Menu, 
Choose New tiamc, load Came, or I Same 
Options, then press rhe A button to make 
your selection. 



HEW CjAME 

Choose New Game from the Main Menu to 
begin a new DUNGEONS & DSACONS" 
Hi roes™ adventure. 

Hero Selection Screen 

Ihc de&ult i I™ class is fighter. To cycle 
through additional I [era classes, DX loud .1 saved Hern (.see below), move the 
left thumbstick or directional pad left/right. Press the A button to eon- 
firm yout selection and continue. 

Naming Your I lero 

You can keep the default name or create a new name. Move the left thumb- 
stick or directional pad up/down to change- letters and left/ right to move 
ro the next/previous space. Press the X button to clear all of the letters. 
When .satisfied with your new Hero, press the A button ro begin the game. 

Saved Hero 

In Man a new game with a saved Hem, move the left thumbstick or 
directional pad left/right to highlight the Xfeox icon and press the 
A button. Nest, move the left ihumbstick or directional pad left/right ro 
highlight the desired saved game and press the A button. Then, move rhe 
left thumbstick or directional pad left/right to highlight the desired Hero 
and then press the A button again ro load that Hero. At any time, you can 
press the' B button to cancel a selection. 

2-4 Player Hero Selection 

For 2-4 player cooperative play, each player must use a separate Xbox 
Controller. Press the START button to activate a controller, and then 

r. pi. 11 die Hem selection process described above. 







p cooperative games, parries may contain multiple Heroes of the same 
dass; for example, a party may consist of two fighters and two clerics, 01 
three rogues and a wizard. Note: Each controller port is assigned a unique 
color which enables you ro quickly differentiate Heroes during battle. 

Adding A Hero During Gameplay 

Add a new Hero or a saved Hero to an empty player slot at any time during 
,1 game. First, connect a controller to an open controller port, then press the 
START button on that coutroJlct. For each additional player, repeal the 
1 lehi selection process described on the previous sage. 

Removing A Hero During Gameplay 

You can remove a Hero at any time during a coup game session, lo do so, 
press the START button on the player's controller, highlight Leave Flirty, 
and then press i Ik A button. Press die A button again when prompted to 
confirm. 

Tutorial 

DlfA'CEpNS dr DRAGONS* Heroes™ has an in-game tutorial that walks you 
through the basics of gameplay. To play the niiini.il. Man a new game and 
select a Hero. After yout resurrection in Baele's crypts, tnllow the onscreen 

p ipis and ponced thoMjgh the I ie.it In Jam lo en re I tiu DUNGEONS $ 

D&JGtW Hemes " tutorial level. 




LOAD CjAME 

To resume playing a previously saved gam 
Vlji 11 Menu. 

Load Screen 

At the Load screen, highlight the saved game, 
and press the A button. Move the left thumb- 
stick or directional pad left/right in highlight 
the desired Hero, and then press the A button 
111 load rli.it Hero. Press the B button 
to cancel. 



choose Load ( lame from the 





GAME OPf I0MS 

Select < lame ( prions from the Main Menu to 
a< cess th« i lama Options Menu. You can also 
access this menu during a game by pressing 
the START button. 

Use the [eft thumbslitk or directional pad to 
highlight options, adjust settings and toggle 

option? ON/OFF. As needed, press the A button to select an Option and 
display its suLvscrccn or accept settings changes. Press the B button to can- 
cel .ind return to the previous screen, When satisfied with your choices press 
the START button to save and exit. 

Save Game Menu 

If you have started a game, the Save Came option appears. Select either an 
open game slut or an existing saved game slot, then press the A button to 
save If von choose ro overwrite an existing saved game, you will he prompt- 
ed to confirm the overwrite. Press the B button ro cancel. 

When you save a game, the following information about your game is auto- 
matically displayed as part of the saved game name: 

# Game Area -The area where you left oft in the game world 

4 Number of Players -The number o I players invoked in l hat game. 

# Date of Save - The date that the game was saved. 

# Time of Save - The time that the game was saved 

("A" indicates AM and *T" indicates PM). 

Erasing a Saved Game 

To erase a saved game, firsi highlight the saved game slot, then press the 
X button. You will be prompted n> confirm that you watir to erase. Press 
the A button to confirm. Press rhe B button ro cancel. 

Load Game Menu 

To load a game, highlight the saved game and press rhe 

A button. Confirm your selection by pressing the A button again and your 

saved game will he loaded. Press the B button to cancel. 

Controls Screen 

Select this option to display the controller configuration. 
Press the B button to exit. 





bettings 

' You tan conligiuv the following game sertings. The default options appear 
below in bold type. 

Difficulty - Set the overall difficulty level of the game. There are three 
difficulty levels Irani which to choose; Easy, Normal, and Hard. 

Music — Adjusr rhe volume level ol menu and iri-gamc music. 

Effects - Adjust the volume level of menu and in-game sound efrecrs. 

Damage # - Toggle Damage Numbers ON/OFK Damage Numbers are 

color-coded in the following manner: 

White Numbers — Damage to your Hero. Numbers with "+" 
symbols indicate healing. 

Red Numbers — Damage ro monsters. Numbers with "+" 

symbols indicate healing. 

Green Numhers Poison damage, 

Yellow Numbers — Critical I lit damage. 

Blue Numbers — Mystical Will drain. Numbers with " + " 
symbols indicate Mystical Will replenishment. 

Vibration higgle Xbos Controller vibration ON/OFF. 

Subtitles - Toggle subtitles ON/OFF. When set to ON, text accompanies 

characrcT dialog, 

Siow Action Menu - Toggle slow morion Action Menu ON/OFF. When 

set to ON, gameplay will slow down while the Action Menu is open. 

Co-op Circles -Toggle Co-op Circles ON/OFF. When set to ON, a color - 
coded circle appears under each Hem. Note: Co-op Circles only appear 
during cooperative mode. 

Show Questpoints Toggle Quesipoiius ON/OFF. When sec to ON, 
directional indicators appear on your Automap to help guide you toward 
yum quest objective. 

Note: The game supports -ISUp progressive .scan display (720p and lOSOi 
modes currently not supported). See your Xbox instruction manual for 
details. 









C0Hf roluhq yourhero 

Moving Around 

lb move ytiur I lem around in the game world, move the left thumbstick 
and your Hero will move in the desired direction. To walk, slightly move 
the left thumbstick. lb run, move on the left thumbstick .ill rhe way. 

Rotating & Zooming The Camera 

"o rotate the camera, move the right ihtimbsrick left/right. Tb zoom the 
camera, move the right thumbstick up/doWft. Note: [n 2-4 player coopera- 
tive mode, the camera dynamically adjusts to keep all Heroes in view. All 
players can rotate or loom the camera in cooperative mode. 

Automap 

You can display the Automap at any time by pressing the right thumbstick 
button. A colored arrow shows your 1 fern's location. Qaestpoini indicators 
(carets) may also appear on the (.inter edge of rhe Automap. These indicators 
point yon toward either a quest objective or the level's exit, hut not neces- 
sarily the best ronre. Press the right thumbstick button again to close rhe 
Aummap. 

Hero HUD 
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Your Hero's HUD (Heads- Up I'ispky) displays rhe following status 
information: 

flic red bar measures vour Hero's hit points, and the blue bar measures 
Mystical Will. 

The number of Skeleton Keys. Healing Potions (ted), and Mystical Will 
potions (lihiej are also displayed. 

The green Experience Bar tracks the Kxperieoce Points your Hero has 
gained. When it fills up. your Hero has gained a new level. 



i Action Menu 

Belovy die HLT) is the Action Menu (when displayed), which lists your cur- 
rent com ha i hutron configurarion and Gem selection (if your Hero has 
learned how to employ the power of the Gems). Use the Action Menu to 
re-assign moves and items to your combat buttons. Pull and hold the right 
trigger to display die Action Menu (see "Action Menu" on page l l ) for derails). 

Experience Points (XP) 

kxperience points are earned through adventuring (i.e., defeating monsters 

and completing quests). When a Hero cams enuugh XI' he hi she level-, up 
and may select new moves .ii]d traits or improve existing ones. Yinn Hero 
may also improve an ability score every fourth level (see "I evd Up screen 

on passes 28 1 ( )). 

Hit Points (HP) 

Hit points measure a Hero's overall health, and ihey regenerate over rime. 
As Heroes gain experience and reach new levels, they automatically gain 
additional HP and can survive more damage in combat. 

Sonde Hero abilities and traits modify HP. A higher Constitution, for example, 
helps your Hero gain more HP when he or she gains a level. 

Mystical Will (MW) 

Mystical Will measures a Hero's overall energy and cegi tv rues over time. 
MW is expended each time a Hern uses a Power Move. The amount oi 
MW needed for I'nwei Moves varies depending on the power level of the 
Power Move (i.e., the more powerful rhe move is, the more MW ynu need 

to use ii). 

hike hit points, some Hero abilities and trails modify MW. For example, 
the Meditation and Inner Strength traits will help your Hero regenerate 
MW Faster. 



CGMBAf 

Combat Buttons 

I here are four combat buttons: one tut your Hero's Melee ( aimbn, two for 
Tower Moves and another for items. 

Melee Combo: A button 

The Melee C.ombo combat button eon tains a Hero's basic melee attacks. 
Press this button repeatedly to chain attacks together and complete the 
Melee Combo chain. 

Power Move 1 & Power Move 2: X button & Y button 

Most Power Moves execute when their combat button is pressed, Some 
moves Lire targeted: pies', and hold the ctimbar burton, move the target icon, 
and then release the comli.it button to unleash the spell. Note; some wizard 
spells are constant: press and hold the combat button for a constantly 
streaming spell. 

Item: P. button 

This combat burton holds your inventory of useable items. You can assign 
most useable items ro this combat button, including all thrown weasons 
(daggers, axes, etc.) as well as any potions ut magical items rhar your Hero 

,.m use or lob. 

Sr.mc useable items are urgcied (aimed). These items will automatically 
target the closest enemy. However, you can also target manually, To target 
an item manually, press and hold tin- ucm combat button to display the 
targeting cursor. Use the left thumbslick or directional pad to aim, and 
then release the item combat button to throw the item. 

Finishers 

When your 1 [era acquires and assign; ,i Finisher move to one of the Power 

Move buttons, a Finishes 1 Meter will appear on your Hero's HUD. 
Successful melee hits will cause rhe Finisher Meter to rill, When any of the 
finisher Meters dots ate full, the finisher move iii.ix In: executed hy press- 
ing its assigned button. The more dors ilhiminaieil on the Rnishcr Meter, 
the stronger the execution of the Finisher move. 

Gems 

I here are Planar Gems located throughout the game worlds. Once you have 
i olio led all five Gems, ynu can use these powc-rlul totems ro greatly 
enfcani e i he damage dealt by your Hero's Ancestral Weapon. 



'^f~ 





Ancestral Weapon 

Each Hero is equipped with a unique Ancestral Weapon. You begin your 
idveiuure with this weapon in baud. Note: You cannot sell or drop your 
Ancestral Weapon. 

Soul Shards 

( Hie hundred and fifty years ago, the wizard Kaedin cast a curse upon your 
Hcros Ancestral Weapon; the weapons powers crystalh/.ed and w r ere scat- 
tered in the form Soul Shards. Locate these Soul Shards ro return your 
Ancestral Weapon to its former glory, for every five vuu find, your weapon 
will regain a portion ol its power. There arc a total of 21) SouJ Shards scat- 
tered th.rougb.oul the game worlds. 

Action Menu 

During a game, use the Action Menu to 
change your assigned Power Moves and items 
on the Ik. 

lb display the Action Menu, pull and hold the right trigger. While holding 
the right trigger, move the tight thumbstick or directional pad up/down 

to highlight one of the combat buttons and press left/right to cycle through 
available choices in each. Qnpfi satisfied,! release the right trigger. 

Blocking 

lo block an ait.ti. k, pull the left trigger, Timing your blocks is essential 
when fighting higher level creatures. When your I lero blocks, he or she 
may be vulnerable from behind; a block at normal or hiehci game difficulty 
settings only covers 1 8(9 degrees in Imut of your I lcr<>. Also, note that some 
creatures and some attacks cannot be blocked. 
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Hero Death 

When your Hero's hii puints are reduced to zero, your Hero will die. 
! lowcver, all is not lost! It* you have a Raise Dead Amulet, you ran bring 
your Hero hack to life, without penalty, by pressing rlie START button. II 
you dti nor have a Raise I >ead Amulet, you may continue from the begin- 
ning of the current level or load a saved game. In 2-4 player cooperative 
play, you may load a saved Hero from a saved game or create a new Hero, 
provided at leasr one other Hero is still alive, 

if hms £1 pickups 

You will rind items throughout the game wurld. Simply walk over gold and 
item* CO pick diem up. When you pick up gold, the quantity flashes below 
your HUD. When you pick up an item, its name Bashes below your 1 IUD. 

Carrying Capacity 

Base Strength, plus any modifiers, determines a Hero's carrying capacity, 
I he stronger the I lem, the more he or she can carry. Some items allow you 
to magically modify your I [era's Strength allowing him or her to carry more 
than usual, You can view your I lero's i .in ying capacity in die Hero Review 
screen (see page 22). 

Mclec Weapon 

lath Hero equips a melee weapon. Your Hero must be proficient in a 
weapon type before being able to use it (each Hero starts with at least one 
weapon proficiency). You can equip a melee weapon in the Hero Review screen. 

Armor 

Each Hero is capable qfwearing several types of armor; each type offers 
progressively better protection qualities. Heroes must be proficient in an 
.iiTiini type before they tan equip it il [trees begin with ptoficieBCj in 
leather armor). Equip armor in the Hero Review screen, _ 

Use your gold reserve to buy items from the shopkeepers. mtr^^f-'*lt^* 
Boxes, Barrels, & Vases «k* 

Buses, barrels, and vases often contain hidden tans and gold. Use your 
combat buttons to bttak rhem open. Beware! Some barrels contain poison 
gas or explosives! 






Skeleton Keys 

'.Skeleton kevs. open locked doors, gates, and 
treasure chests. Simply walk up ro a locked 
object that you wish to open, and your Hero 
will use an) 4,ck-ti>n keys from his or her 
inventory. Beware! Some treasure chests are 
trapped? 

Throwing Weapons 

J lictc are a wide variety ol throwing weapons 
available in the game. Axes, hammers, daggers and 
other assorted living weaponry will aid your Hero 
in battle, 'lb use a thrown weapon, lirsi assign ii ro 
your item combat button, then pi ess thai Inn ton. 

Drinkable Potions 

Potions , .in replenish your Hero's hit points. Mystical 
Will, or enhance performance. To use a Healing Potion, 
press rhe White hutton, In use a Mystical Will Potion, 
press the Black burton 

Throwing Potions 

Some potions, such as Insect Plague and hire Flask, are ^^^^B 

designed to be thrown in combat. Assign thrown 

potions to your item combat button to use them. All 

throwing potions are targered attacks and function like any targeted attack 
- press and hold rhe assigned combat button, aim l lit target cursor, and 
release the button to throw! 

Warp Stones 

Warp .Stones allow 1 leroes to channel rhe powers nl Wat p Points. When 
your Hero finds a Warp Point, he or she can use a Warp Stone to instantly 
transport everyone in the area to a Warp Point near Castle Baele's Shcsppe, 
where the Heroes can buy items from the shopkeeper. When the Heroes are 
finished in the Shoppe, they simply walk back into the Warp Point and 
rhen warp back to the Warp Point where thev came from. Note: Warp 
Stones can only be used at Warp Points, Warp Points are found only in spe- 
cific locations in the game world. 

Magic Items 

Some magic items, such as Thunders tones or a Rod of' Missiles, are useabtfi 
and may be assigned to your item combat button. Other items, like Tomes 
or l.lmrs, provide permanent upgrades to your Hero. 





' Rings & Necklaces 

Rings, gmd riei 1 I. ii es are hidden throughout the game 
worlds. Your Hera can also purchase them in the 
various shoppes. Some increase ability scores, while 
others orfe protection bonuses. Von can equip rings 
and necklaces via the Hero Review screen. Note: Your 
Hero is limited to wearing no more than two rings 
and one necklace at i nine, with no two rings of the 
same type worn simultaneously. 

Raise Dead Amulets 

Raise Dead Amulets allow your Hero to rise from the dead after being skirl 
in combat, L'pon Hern death, if your Hero has a Raise Dead Amuler, sim- 
ply press the START button before rhc on-screen countdown is finished Co 
reswreet your Hero. 

Ijevers & Pressure Plates 

Levers and pressure plates have varied uses. Some disable traps, others open 
doors. To activate a lever or pressure plate, simply walk up to it. 

Quest Items 

During the course or your journey, you'll need ro find specific items thai 
allow you ro complete quests. These items are known as quest in ins. When 
you find a quest item, it is placed into the Quests hems inventory, which is 
shared by all Heroes. You can view the Quest Items inventory in the Hero 
Review screen. 

HERO REVIEW SCREEN 

I he Hen.) Review screen has .six sub-si reens 
rhat enable you to ready combat items, pre- 
view and acquire new moves, view Hem abili- 
ties and stars, and view quest information and 
quest items. A caret dimensional representa- 
tion of you! 1 lero appears on the left ol the 
screen, with current or toral carrying cip.u nv. 
i in. i, Hero Experience Level, and current or 
total HP and MW displayed below. The hot- 
tom left corner of the screen displays rhe Hero Queue il playing in coopera- 
tive mode. 

Press the BACK button to display the Hero Review screen. To select one of 
the available screens, move the left thumhstiek or directional pad 
left/right. When finished, press the BACK button oi B button to exit. 






Queuing-Up Heroes 

In a cooperative game, when von attempt to open tine Hero Review screen 
while anothei player is actively reviewing his or her Hero, your Hero will he 
placed in the Hero Queue. Once the active player has finished reviewing his 
or her Hero, the next queued Hern will automatically come up fur review. 

Equip Screen 

The hquip screen enables you ro review and 
outfit your Hero with various melee weapons, 
.u mm. rings, and necklaces. Move the left 
thumbsttck or directional pad left/ right to 
display rhe Equip screen. Move the left 
thumhstiek Or directional pad up/down to 
highlight a melee weapon, piece of armor, 
ring, or a necklace. Press rhc A hutton ro equip or un-equip, or press the Y 
button to drop. During cooperative play, you may give items to other play- 
ers by pressing the X button (see below, "Giving Items in 2-4 Player 
Cooperative Mode' ). Note; Certain melee weapons and armor require pro- 
ficiencies or can only be equipped by a particular Hero class. Melee 
weapons and armor that your Hero cannot equip will be grayed our. 

Items Screen 

1 he Items screen enables von to review, ready, 
and use your Hero's items. .Move the left 
thumhstiek or directional pad left/right to 
display rhe Items screen. Then move the left 
thumhstiek or directional pad tip/down to 
highlight an item. Press the A button to use o 
ready an item, or press the Y button KJ drop. 
Press rhe X button ro give an item ro another player, 

Giving Items In 2-4 Player Cooperative Mode 

You can give weapons, .iiinoi', and items to other players during a 
cooperative session by highlighting an hem and pressing the X button. As 
needed, indicate the quantity by moving the left thumbstick or directional 
pad up/down, for 3- or 4-player games, press the A button to display the 
Hero Selector, and then move the left thumhstiek or directional pad 
left/right to select the recipient. Press the A button again to give (he item. 





Moves Screen 

rhe Moves screen enables you to review your 
Hem's mines and trails. If you have any Level 
Lip points available, van may also unlock new 
moves or higher levels of existing moves. 



Table 1-1: Traits 
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TRAIT DESCRIPTION HERO CLASS 


Disable Device 


A talent that allows the 1 Irrn in 
disarm a certain percentage ot traps 
on rreasure chests. 


rogue 


Dratsm's tbuglmcss 


A stare of physical mettle that 
reduces melee damage dotte to 
the Hero- 


lighter 


Improved Critical 


A combat talent rhat increases the 
likelihood of a critical hit. 


lighter. lIcnc. 
and rogue 


inner Strength 


A rrii-iiL.il trail ihai allows the Hero 
tu retain MW faster than normal. 


hc.hki and rogue 


Meditation 


An incredible mental strength that 

allows the Hero to regain MW 
much faster than iiuiiii.il. 


VfUaid and cleric 


Mind Over Bcjdy 


A minci-ovcr-matier ability that 

glYCS till" 1 li In .III \< ' li i I;!, .1 

.ill n nice attacks. 


wizard 


Open 1 in k 


A talent that allows the Hero to 
open a icii.iin percentage of locis 

without aid of a .skeleton key. 


rogue 


Oilier Srren^rh 


A physical focus [hat gives the Hera 
a srren^rh boDUS nil all melee altajvs. 


fighter or rogue 


Resist Bw 


A rr.iir rhat gives the Hero a 
chance ro rcsisi hiv damage ciuuely 
or suffer only a portion of its 
damage. 


all Heroes 


Kcsisi In- 


A trait thai gives the Hero a 
chance to resist toe damage 
entirely or suffer only a 
pi n .il ns damage. 


all Heroes 



\ 





TRAIT 


DESCRIPTION 


HERO CLASS 




Resist Poison 


A rrair rhat gives rhe Hero li 
ch&nce to resist poisoning entirely 

or suffer t>n 1 y :i portion nt 
it* damage. 


ail Heroes 




Wield Doggers 


Daggers prafidencp 


rogue 




Wield Km 


Krc |i|n|iu(.'llL,V, 


J2£i!S_ 




Wield Blades 


1.I;uIl-.-, puiiiciency. 


rot; uc 




Wield Lancets 


9 -niLfts proficiency, 


rmuie 




Wield Cutlasses 


i XttLisscspm ti L"it' n cy. 


rugue 




Wield Long Swotd 


Long Sword proficiency. 


lighter 




Wield Scimiiar 


SolIjIEiu pmfidency; 


lighter 




Wield li.iM.nd Sword 


Bastard Swoxd proficiency. 


Gehtei 




Wield i Ire.tt Sword 


Greet Sword presidency. 


lildirel 




Wield Claymore Sword 


( HayTnore prolicieiiLy. 


fighter 




Wield QuarterstaF 


Quartcrstaff proficiency. 


wizard 




Wield Staff 


Null prol'icit-ncy. 


wi:/and 




Wield l.iiiij>|>e.ii 


Longs pear proficiency, 


wizard 




Wield ' IV idem 


Iridcnr proficiency; 


vvi/ard 




Wield liallierd 


HidbenJ proficiency, 


witard 




Wield Cudgel 


GuagCj prolific ricv. 


elerie 




Wield War [ lammer 


War Hammer pfofioettcy, 


el eric 




Wield Heavy Mace 


Heavy Mace proficiency 


eh ik 




Wield War Axe 


Wai Axe piofkifitLV. 


cleric 




Wield Cjrear Aye 


Great Axe proficiency. 


cleric 




Wear Leather Armor 


FnaHes rhe Hero to carry out hi> 
ur lu f (tenons while wearing armor 
made nF Leather. 


all Hemes 




Wear Scale Armor 


Ejiab&s the Hero so cam' out his 
in bet KTJOnfl white weariftg armor 

made nl'StaJe. 


all 1 ieroca 




Wear C ihaio Armor 


Enables ihe Hem to carry out 
hi', l ii li-; r.Kinnis whiL wearing 
armor made of Chain M.iil. 


all 1 lerctes 




Wear Splint Armor 


Enables the I iero io carry our 
hi 1 - oi In i- acctoiu while weari tig 
armor made of Sptint Mail. 


all 1 lemes 




Weat Plate Armor 


Enables the Herts tn carry our 
his or her actions while 
wearing armor made of Plate. 


all I lerues 





^ Stats Screen (Abilities) 

I be .Stats screen allows you to review your 
Hem's current abilities. Move the left 
thumbs tick or directional pad tip/dowri 
to highlight and view information on a 
specific ability. 

* Strength (STR) ■ Strength affects yow 
Hero's melee and thrown weapon damag 

the higher the Strength, the mure damage your Hero will cause, and also 
lilt mure weight your Hero can carry. For fighrers, Strei)»th also affects 
the amount of dwijage that their Power Moves inflict. 

r Dexterity (l>HX) I >e\tcrity affects your 1 lero's Armor Class (AC) and 
is a measure of how mta.li damage your I lero will Mist.iin from a hit 

# Constitution (CON) - Constitution affects the amuunt ofbonus Hit 
Points a Hern gains during level up. The higher the Constitution, the 
higher the HI 1 bonus, 

• Intelligence (INT) - Intelligence iflfeas Mystical Will point gain. The 
higher the Intelligence, the more Mystical Will your Hero will earn when 
he- or she levels up. Intelligence also affects the sirength of the wizards 

spells. 

» Wisdom (WIS) - Wisdom affects jmit Hero's Mystical Will recharge 
tare. I he higher the Wisdom, the faster the recharge rate, for clerics. 
Wisdom also afleci.s spell strength. 

« ("harisma (CHA) -Charisma nfiects your I teres Level Up Point gain on 

level up. Hie higher the Charisma, the more Level Up Points rout Hera 
will receive when he or she gains .1 level ((or mure about Level 1 lp Points, 
see "level Up screen" on pages 28-29). Also, Charisma affects the price 
and value of items. 




Table 1-2: Abilities 




ABILITY 


DESCRIPTION 


HERO CLASS 


Strength 


Affects mdec and thrown weapon 


dene, rogue, & 




damage Lind curving edacity 


wizard 


Affects melee, power move and 


Bghtcj 




thrown weapon damage and 






LLirryinp capacity. 




Dexterity 


Affects AC. 


cleric, fighter, & 
wizard 


Affects At. and increases 


rogue 




arrow damage. 




i onstttution 


ARclls HJ 1 pun. 


:ill Heroes 


Intelligena 


Affects MW t^iiri. 


m^ue, li^hiLT, & cleriiL- 


Affect* MW g;iiii and 


v.i/.ird 




speJ] strength* 




Wisdom 


Affects iVIW recharge fate. 


rogue, fighter, & 
wizard 


Afitti.s. MW recharge rLue and 


deric 




speO strength. 




Charisma 


Affects Level Up I'onu Bain and 
improves the price and value of 

iiem.s. 


al I Heroes 



Table 1-3: Secondary Stats 




STATS 


DESCRIPTION 


USED BY 





Next Level 


XP needed to gain next level 


a\\ Heroes 


Total XP 


Latal XI* enrnt'd. 


;ill 1 leioeN 


AC 


Reduce* damage done to 
your Hero. 


.ill Heroes 




Damage 


Ctum-ni incki' d-irn.iivf range. 


all Heroes 


Kills 


TotaJ number or 
monsters killed. 


all [ lii\n-s 


1 le.se [ lir 


Displays your Hero's singk 

best melee Kir. 


all riexOCS 


Culd 


Yoti 1- Hern's gold 


all Heroes 













^u est Screen 
I lit Quest screen contains information about 

your Hero's jitivc and cnmplcred imc-sis. Move 
I 111' left thumbs tick or diretlinii.il pad 
left/right to display die Quest screen. for 
detailed information on a. particular quest, 
move the left thumbs-tick or directional pad 
up/down ro highlight that quest. 

Quest Items Screen 

The Quest Items screen displays the quest items your Hero has acquired. It 
also tracks your Hero's Sotil Shards quantity. Move the left thumbstick or 
directional pad left/right to display the Quest Items s< urn Move the left 
thumbstick or directional pad tip/down to select and view detailed infor- 
mation about a particular quest item. 

Level Up Screen 

Each time the Experience Bar on the HUD 
fdls up, your Hero can level up. When your 
I Jem levels up, several tiling happen: 

♦ You gain HP 

♦ You gain MW 

♦ You gain Level Up points that you can 
spend to unlock or improve moves, traits, and proft ism ies 

♦ Every four levels, you can increase an ability .score by one 

With your Experience Bar full, press die BACK button and the l^evel Up 
screen will appear auromaiically. You can also display the Level Up screen 
manually by pressing the BACK button, and then moving the left thumb- 
stick or directional pad lert/righr until the Level Up screen appears. 

l*vel Up Points 

During the course of the game, yon will tarn Level Up Points that you can 
use to unlock or enhance Power Moves, trairs, and proficiencies. Your 
Hero's current total of expendable Level L'p Points appears in the upper 
right ol the screen. Power Moves, traits, and proficiencies appear below, 
along with an associated cost, in Level Up Points, for each one. The Power 
Moves, traits, and proficiencies that you can't afford are grayed -out. 
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lb unlock or improve a Power Move, Trait, or proficiency, highlight it, and 
then press the A button. Most Power Moves, traits, and proficiencies have 
multiple levels: the lihie circle fills up for each level that you mi lock. Note: 
li is not necessary to spend your entire pool of Level Up Points each time 
yon level tip; you can save and spend them at a later time. 

Acquiring or Improving Power Moves 

When Level Lip Points are earned, you will have the opportunity to upgrade 
esisiiug Power Moves or add new ones. Once you've acquired a new move, 
or upgraded an existing one, assign it to a power move combat button. 

Acquiring or Improving Traits 

Trails enhance your I leros combat capabilities. Once earned, trara arc- 
always active. Unlike moves, you don't need to assign .1 trail in ,1 combat 

button, 

Acquiring or Improving; Proficiencies 

Proficiencies allow your I [era 10 wield certain weapons 01 wear certain types 
of armor. Higher levels of proficiencies increase your Hero's performance. 
Unlike moves, you dun't need to assign a prulk icnev io ,1 combat button. 





' Table 2-1: Fighter Moves 




MOVES* 


TYPE 


DESCRIPTION 


Melee l!ombn 


COMBO 


A sld.hhj.ilj; Liiiiiho oi 1 l - 1 r .iiul ri^ht 
weapon .hwiu^. 


Avid Pursuit 


IXSTANT 


U mporanl) tra reascs the 
fighter's movement speed. 


Eye l-'nr An Eye 


INSTANT 


Re fleas j percentage or rlv 

damage done to the fighter h.ick 

to tits enemy, 


Frrn/y 


INSTANT 


A my.sriol aura that temporarily 

increases; the fighter's melee. 
damage. 


Power Attack 


INSTANT 


A lft(Kle£ree power weapon swiii*; 
rhat mav reach outside i ls hounds. 


Reverse Stiih Finisher 


FINISHER 


A devastating reverse stab that does 
extra damage. 


Shock 1 iinshcr 


FINISHES 


A boh of electrical energy thai 
■,Il(hhs r<nv\ :iihL. hhtHjkin^ creatures. 


Stunning Fist 


INSTANT 


An eartk-rurnhling move that 
Lre.iles u Xitt-degree btast of 

Jl.Miie. 1 ,. 


Sure Strike 


INSTANT 


A mystical aura ili.it makes thr_- 
fi^htcr's melee attacks 
temporarily umblockable. 


War Cry 


IXSTANT 


A primal ro.ir thui temporarily 
Minis all nearby enemies. 


WoLipull .h t||| -L- 


INSTAN1 


lempoianly increases the 
fighter's attack h-peed. 


"Whirhvinti Ftrusbt i 


FINISHER 


A whirlwind of steel that leaves 
nearby creatures stunned, 



Mint fighter »iviy> htwe ap to fsutr imreitsirrgty devastating levels nffimivr. 








Table 2-2: Wizard Moves 






MOVES* 


TYPE 


DESCRIPTION 




Melee Combo 


COMBO 


A combo chain ol melee thrusts. 




Burning 1 hinds 


CONSTANT 


A sheet of ("lames thai tears 
forward from the wizard's 
otitstietched hand, 




Circle of Cold 


INSTANT 


A circle uf cold that loans 
around the wizard and 
temporarily freezes a percentage of 
monsters tn its grasp, 




CloudkiH 


INSTANT 


A poisonous and acidic cloud that 
surrounds enemies. 




R«ball 


INSTANT 


A bead office that shoots out 
and rages into a. fireball. 




C ilobe of I n vu I n er Lib ili cy 


INS'lANT 


A personal sphere thai absorbs 
a percentage ol damage and 
protects its occupant. 




Gust of' Wind 


CONSTANT 


A rush of wind rhat alters air 
around creatures, causing 
them to slowdown temocirarily. 




Icy Sphere 


INSTANT 


A rolling hall of icy particles 
that harms all creatures in 

Us paili. 




Jumpkiclt Finisher 


FINISHER 


A forward kick followed by a 
weapon sweep ili;M do;.-, euia 
damage to enemies. 




M.lt^k Miv^ilr 


INSTANT 


A blast of magical energy that 
homes in on enemies. 




Meteor Swiirm 


INS' ['ANT 


An explosive celestial shower 
thai calls down saviigc skies 
upon enemies. 




Sleep 


INSTANT 


A nugiiral energy thill [>iii=h living 
creatures into a deep steep. 




S raff Spin Finisher 


FINISHER 


A spinning maneuver that 
delivers extra damage to 
enemies. 




Vampiric Drain 


INS' TAXI 


A deadly connection that does 
damage to an enemy and 
drains a percentage of that 
damage back to heal die wi/.irJ. 




1 Most wizard mooes have 



up to four incmuittgfy derdsttuhtg levels of power. 



' Table 2-3: Cleric Moves 



MOVES" TYPE DESCRIPTION ' 


Melcc Cot&bo 


COMBO 


A powerful combo chain. 


Banc 


INSTANT 


A ckLimelin^ that Tills enemies with 
■in .iii.I doubt, causing [hem ea take more 
damage frnm your atracks and deliver less 
wirh theirs. 


Bull Rush 


INSTANT 


A full strength, forward charge 
that slams into Enemies. 


tarclc Finisher 


FINISHER 


A 3f>n~dcgrcc "spinning move which 
smashes all creatures close to the cleric. 


Earthquake 


INSTANT 


A swing that sends out a damaging, 
360-dcgttt shockwavc toward 
enemies. 


Firc-linc KiiiisliL'i 


FINISHER 


A wall of Fire that riises From the 
ground Ivlnic r he cleric's weapon. 


I lame Strike 


INS 1 AM' 


A column of ihvinc lire rhat ruins 
dnwn upon enemies. 


Glyph oFWn riling 


INSTANT 


A temporary, magical, fiery shield ih.n 
circles the cleric, damaging enemies who 
tome into contact with the shield. 


Heal 


INSTANT 


A gentle healinjs that restores some HI* 


1 leavy l : i n ishcr 


FINISHER 


An incredibly powerHtl weapon 
smash that delivers exrr.i damage, 


Hold Muiister 


INSTANT 


A targeted, magical enchantment 
that freezes the subject in place, 
leaving it helpless. 


Holy Am j 


INSTANT 


A divine blessing that provides a 
temporary AC boost For the 

cleric and his allies. 


Stick 1 . DO Snakes 


INSTANT 


A magical turning of sticks to 
snakes that home in oil a target. 


Storm of Vengeance 


INSTANT 


A savage storm cloud that Forms over 
enemy heads and brings down rhc wrath 
of the heavens upon them, 


Turn Undead 


INSTANT 


A supernatural ability that causes 
all visible ttndead to recoil From 
tin- channeled power ot rhc divine. 




Mm/ cleric moves have up in four increasingly deviistating levels of power. 



m - 
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Table 2-4: Rogue Moves 




MOVES* 


TYPE 


DESCR[PTION 




Melee Combo 


COM Kt ) 


A bloody me tee combo L _ h.iin nl 
weapon striken 




Arrow Strike 


INSTANT 


A prtxi.se, tLirjTt-rcd shot. 




Bomb finisher 


FINISHER 


A quick bomb Jmp followed by a 
back flip out of harm's way, 




t'.KplodiriL; Ai eow 


INSTANT 


A shot that explode. 1 * upon impact. 




Flip Kick nin^her 


FINISHER 


A flip kii_k th.n delivers extra 

damage and attempts to freeze opponents- 




] tide & Move Silently 


INSTANT 


A stealrhy maneuver that 

temporarily provides rhe rogue 
cover and multiplies the damage 
Limn . 




Tec Arrow 


INSTANT 


A morL' damaging arrow that may 
temporarily freeze an enemy. 




Multi-Shot 


INSTANT 


An itiiLiy of arrows that sh&o;s 

toward enemies. 




Poison Arrnw- 


INSTANT 


A more damaging .shot that also 
poisons Lrcatures.. 




Sei Traps 


INSTANT 


A trap that is set upon rjbc ground, 
btasdng unsuspecting enemiL's L 




Sleep Arrow 


INSTANT 


A shot that hardy pierces rhe 
iiiiiiiy; liui ptttfl it inro a deep. 
temporary sleep. 




.Slorh Arrow 


INSTANT 


A shot that hardy pierces the 
enemy, but stows its speed 

temporarily. 




Sweep KLi_k h'inisluT 


FINISHER 


A weeping kick that .utcnipK m 
poison tin 1 enemy. 




Vampire Arrow 


INSTANT 


A homing arrow rhat sreah liteblood from 
ics larger, healing the rogue. 




Volley or Arrow. 1 , 


INSTANT 


A Liwaidc of arrows, that rains 
down upon enemies and explodes. 



"Most rogue moves have up to four increasingly devastating levels of power. 
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ADVENfURJNCj 

Castle Baele Shoppe 

When you reach Castle Bade, you'll have the 
opportunity to visit the Castle Bade Shoppe, 
Here you can stock up on magic items, 
potions, weapons, and armor, or sell off excess 
inventory for gold. To buy or sell items, 
simply walk up ro the counter and stand on 
the marker. 

Other Shop pes 

You may also eome across other shopkeepers who will offer items for sale, or 
buy access items from you. To buy or sell items, simply walk up to a shop 
keeper and stand on rhe marker. 

Shoppe Screen 

The Shoppe screen consists of three windows; one For armor, one for melee 
weapons, anil one for items. Move the left tliumhsiick or directional pad 

left/right to display each window. The left side of rhe screen shows the 
.shopkeeper, i iirrci 11/ total carrying capacity, and gold. The bottom left cor- 
ner of the screen displays the I lero Queue. Nole: A Shoppe's TOSS change 
over time, so he sure ro visit often! 

Using Shoppes In 2-4 Player Cooperative Mode 

In cooperative play, Hemes queue up when using the Shoppe screen. To 
join the Queue, press [he BACK button 

Armor Window 

The cost and weighi "1 the armor [or sale appear in this window. Armor 
appears in ascending order according to type and cost. Addirional details 
and At! values are displayed in the description box at the bottom of the 
screen as diflerem armors are highlighted. 

Melee Weapon Window 

The cost and wcighr of all weapons lot sale appear in this 
window. Weapons appear in ascending order according to type and cost. 
Additional details and damage values are displayed in the description box at 
the bottom of the screen as different melee weapons art highlighted. Note; 
Hie displayed damage value rakes all current Heru bonuses into Account. 

Item Window 

The cost and weight ul all items appear in this window. Items appear in 
ascending order according ro type and cost. Additional details about the 
uems are displayed in the description box at the hottom of the screen as dif- 
ferent items are highlighted. 




Buying Items: 

To buy an item, move rhe left thumb-stick or diiection.il pad tip/down 
to select it, and then press the A button, Provided you have enough gold, 
a confirmation box will appear. As needed, move the left thiunbstick or 
directional pad up/down to adjust quantity. Press the A button again to 
confirm and buy, or press the B button to cancel. 

Selling Items 

While in the Shoppi screen, press die Y button ro toggle between buv 
mode and sell mode. To sell a piece ol annnr. ,t weapon, or an item, move 
the left thumbs lick or directional pad up/down to select it, and then 
press A button to display the confirmation box. As needed, move the left 
thiimhsiick or directional pad up/down ro adjust quantity. Press the 
A button again ro confirm and make the sale, or press rhe 8 button lo cancel, 

NPCs (Non-Player Characters) 

You'll meet several people who will help by providing missions thai lead to 
your ultimate quest to defeat Kaedin. Rik the Shopkeeper and Vasak rhe 
i an taker are two suih people. Help rhem out, and they'll help you. To 
interact with NPCs. just walk up to rhem. 
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You'll also meet many fearsome creatures during your quest co free Castle 
Bade from its evil grip of terror. Learn their different strengths and 
vulnerabilities (or invulnerabilities!) and use them to your advantage. 
Good kick and good hunting! 

HOBGOBLINS 

Hobgoblins are aggressive, burly humanoids that wage a perpetual war 
against all other races. Militaristic by nature, hobgoblins are excellent melee 

combatants. Hobgoblin shock rniops are typically reinforced with ateliers 
and shamans who are known to wield Lnide yet dangerous elemental magic. 

GIANT SPIDERS 

] )eni/en.s of caves and dark hallways, giant spiders feed off 
the hlood of the living. Some are known ior their painhil 
bites while others have developed a vicious and quick-act- 
ing poison. Some spiders even trap wary adventurers in 
shot-spun webs. 

SKELETONS 

Skeletons are the animated bones of the dead that mindlessly obey the 
orders of their evil masters. The powers of these undead 
i.m depending On what they were in their former lives. 
Skeletons range from basic melee combatants ro powerful 
spellcasters who now channel their master's magic. They are 
vulnerable to holy water and the cleric's Turn Undead abili 
iy. bin sin... skeletons have neither mind ItOI flesh, they are 
immune to poison and mental spells. 

BULETTES 

Bulettes are huge, voracious predators that attack anything they believe is 
edible. Covered in thick, hard scales from head to roe, rheir armored plaring 
makes them nearly invulnerable. Buiettes are solitary creatures that tend to 
live in hone-strewn lairs' near human or haltling settlements where they can 
I'll id easy access ro prey. 

TROLLS 

Strong and powerful creatures, rrolls generally travel in groups and have no 
Icar ol death. Their overwhelming strength and razor sharp claws can rend a 
body hmh from hmh. 1 heir ability ro regenerate makes them tough to 
defi ii . bur they are especially vulnerable to fire and acid. 





^DROW 

Drow. or "Dark ['.Ives," are an evil race of subterranean dwellers whose bod- 
ies cannot stand direcr sunlight. I heir society is matriarchal and the males 
are often used as grunts in their armies, while the ruling females are known 
to be giltedyet undeniably sinister spellcastcrs. 

MIND FLAYERS 

Virtually all creatures fear the horrifying mind flayers. Evil ro the 
core, they delight iii using psionics to toy with and to harm ihe 
victims, rheir psioak powers also protect them from all forms of 
mental attack such as learand srunning. Mind flayers are solitary 
creatures and prefer to fight from a distance. They have, however, 
been known to summon other creatures to fight with them. 

DESTRACHANS 

Destrachans are blind, but their lack of vision does not 
impair their ability to seek out and kill rheir prey. They 
hunt by sound, using their hearing and sonic powers to 
locate, corner and ultimately devour rheir foes. 



BEHOLDERS 

Nightmares do nor compare to the true terror of a 
beholder, beared throughout all lands, beholders have 
powerful magical abilities that ere. ue p.un and cause 
disruption for those eatighr in rheir gaze. They are 
i.imiN.iielv solitary .iluTrarinns, as few survive to reil 
the rale of a beholder encounter. 

YUANTI 

.So rv live and evil ctcarurcs, the yuan-ii are a highly intelli- 
gent and aggressive race ol reptilian warriors and sorcerers. 
Varying breeds of yuan-ti range from the humanoid 
Purehloods to the bestial Abominations, some 
of which are venomous. Their reptilian blood also allows 
them to resist the effects ol poison entirely. They are devout 
worshippers of Merrshaulk. a chaotic evil god sumerimes 
r< ferred to as "The Serpent Lord," and can be fanatical 
about their religious beliefs. 
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YRTHAKS 

Yrrhaks arc huge, magical and blind beasts that hunt tlicir prey by sound 
and movement, They prefer to attack from the air, sweeping the ground 
with their attacks, and arc known to have sonic abilities. Often building 
their nests in remote locations, Yrthaks are typically solitary creatures. 






CLOCKWORK WORKERS 

Clockwork workers are magically animated mechanical cre- 
ations often used by high-level spellcasters ro perform 
menial tasks on a large st ale. I W:\ in i lit., ient and sell- 
powered once created, and can be quire harmless unless 
their work is disturbed. Since they have no mind and a 
mechanical body, they are immune to poison and ro all 
forms of mental attack. 



CLOCKWORK SOLDIERS 

lake the clockwork workers, clockwork soldiers are 

magical automatons that exist solely to carry out their 

master's bidding. Clockwork soldiers are designed to watt li 

over rhe clockwork workers and ensure their work carries 

on undisturbed. They are resistant ro mental attacks and 

poison, and arc surprisingly fast for rheir size. They are heavily armored and 

equipped for combat. 

[RON GOLEMS 

Unbelievably gargantuan constructs, iron golems arc icarsomc Iocs. Their 
tremendous forearms can shatter even the steeliest confidence and their pOl 
son breath can cripple the strongest lungs. Electrical and poisonous attacks 
are futile against these magical creations, although ice-based attacks are said 
to be effective. 



FIRE GIANTS 

Borh brutal .nut sizeable conihaiaius. lire giants live in mili- 
taristic groups and seldom fight alone. When only one is seen, 
Others arc likely nearby. I hev delight in both melee and 
ranged combat An^\ are resistanr to .,11 forms of fire damage. 
I hev are, however, vulnerable to ice based attacks. 







MAGMA GOLEMS 

'Compo.W of pure molten rock, magma golems inhabit hot 
fiery Loesses. I he pure nature of their magma makes rheni 

lelluil combatants. They are completely resistanr to .ill fire 
damage, hut are vulnerable ro ite-based arracks. 



RED DRAGONS 

Red dragons arc known throughout the worlds hir rheir evil nature and 
insatiable desire lor treasure. They are intelligent, confident, and fearless. 
1 iie is their n ted and-true friend, and those who survive a red dragon's fire 
often die .1 far less-merciful death. 

OSYLUTHS 

DexteBOus and dangerous, quick-moving osyluths are 

demons and are sometimes referred to as "bone devils." 

Altai hed to (hen sickly, skeletal frames are long tails whose 

ends can pierce the toughest atnior to deliver an unholy 

poison sting. They are naturally resistant ro poison and to 

all forms of mental attack. Osyluths hate all crearures and 

.mack most anything that moves, employing their dark 

rn.igu at will. Boll) holy water and the cleric's ability to Turn Undead have 

saved iii.uiy .111 .ukctiiiuci Irom these creatures. 

BONE NAGAS 

Hone uagas are animated skeletal remains. Their long, 
slithering bodies move effortlessly and quickly, and they are 
regularly used as guardians in the temples oi the ujidead. 
A bone naga's strike can deliver .1 debilitating and painful 
poisou, while its hvpnotic gaTe can stop the strongest fbt 

■• Tracks. Like other undead crearures, bone nagas are 

resistant to poison and to all forms oi mental attack, but 

are susceptible to holy water and lo the cleric's ability to Turn Undead. 

BLOOD GOLEMS 

A molded and coagulated 1111 vs. blood golems are magically controlled by 
their creators and are built from the blood and body parts of their creators' 
victims. Blood golems serve as borh sentries and protectors, and as 
warnings to intruders. Since they are constructs, blood golems are immune 
to mental attacks and poison, and although rhcai Creators 1n.1v be undead. 
they themselves are not affected bv holy water or hy Turn Undead spells. 










LICHES 

Liches are extraordinarily powtipfiil ttndead spcllcastets who 
have been ;ihle to extend t heir lives beyond the grave. With 
a wide variety ot spells at their disposal, they are often as 
brilliant as they are insane, and relish the chance to slay a 
living opponent. Although they are undead beings, their 
magic is often so powerful that standard undead 
vulnerabilities cannot be exploited. 

ICE BARBARIANS 

Ice barbarians are wild and reckless warriors known fox raid- 
ing mountain villages and mercilessly slaughtering anyone 
traveling in their territory. The harshness of their environment 
has toughened their hides and honed their senses, making 
them resistant to ice and cold. They ate, however, weak in the 
(ace of fire. Ice barbarians are said to fight with the strength of 
several men, and they rrex]itemlv attack in small groups to 
overwhelm their opponents by brute force. 

ICE GOLEMS 

Constructed oh the subzero planes, ice golems are threaten- 
ing creatures whose attacks can render their enemies fro/cu 
in place, I hey are massive creations with amazing strength 
and are able to cause devastating damage with a single 

blow. Despite their size, they can blend inro their surroundings and are able 
to take their enemies by surprise. Ice golems are especially v tilnerable to fire 
attacks but invulnerable to ice damage. 

FROST GIANTS 

Frost giants are enormous humanoids that make [heir home in frozen lands. 
The) are destructive raiders and are often ar war with marauding ice 

barbarians, They are adept warriors but also possess the magical powers of 
the icy realm they inhabit, "['he effects of ice-type spells arc Inst upon Inn, 
although tire tan he potent against them. 
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FROST WORMS 

Frost worms ate the labrie of legends. Rarely seen - or seen 

often, btn rarely survived - frost worms tower over their 

victims and attempt to devour them with their huge 

mandibles. Their trills can stop a man in his tracks and 

their blasts of cold breath can break flesh from bone. The 

hatchlfags "f frost worms are often spotted throughout frozen lands, unlike 

their larger kin. Borh large and small frost worms are invulnerable ta ice 

.macks, bin especially v tilnerable to Fire. 

RAGE GOLEMS 

Magically constructed from rhc rage of their creators, cage golems arc 
unholy creations ot evil. 'I hese nightmarish figures possess thrashing tendril.', 
and snapping claws, and limited magical abilities that serve to enhance the 
terror they instill in their victims. Being constructs, they are resistant to poi- 
son and all Forms of mental attack. 

BEBILITHS 

hebiliths are giant, predatory demon spiders thai arr.u k anything foolish 
enough to approach [licit lairs. Although their bites are ferocious, their webs 
and magical attacks are cause tor greater concern. Rehiliths an immune to 
poison and arc rarely encountered unprotected Since they are demons, boh 
water and the cleric's Turn L'ndead ability can prove t|eiirc useful in an 
encounter with a bebelith. 



GARGOYLES 

< iargoj-ies are magical, flying beasts thai make excellent 
guardians, since they take great delight in the desttiu lion of 
other beings. ITiey have been known ro imitate statues and 
will wait motionless and without a sound for prey ro arrive, 
swooping in ro catch them off guard. Their swiftness and 
Stone-like skin makes a gargoyle a challenge when encountered 
alone, yet they rately are. 
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At AR1 web sit ZS 

To get the most our of your new gsmc, ViStl us ,ir: 

Imp:// www.d an dd heroes, ccs m 

l«tp://www. us, atari, com 

To send e-csrds 10 vour friends, download waflpapefS, or get access to other 
free stuff visit our Frcebics section .n: 

wvFwaas.atari.com/frccbics 

If you would like to dun with othci gamers, us well as developers, visit our 

I ciiinuinity Forum area at: 

ww w.ataricom mu n i ty.com 

Kids, check with vour parent nr guardian before visiting any web site. 

Chat Messages; Atari does not monitor, control, endorse, or accept responsibility tor 
the content of chat messages. You are strongly encouraged not to give out identity or 
other personal information through chat message transmissions. Kids, check with your 
parent or guardian if you are concerned about any chal you receive, 

Lfee of Atari web sites is subject to terms and conditions, which you can 
access it: 

www.us.atari.com/terapUL.of__service.asp 
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Help Via the Internet 

Up-to-the-minute technical inhiriiuiioii ..hunt Atari products is generally 
iv.iil.iblc 2A hours a tiny, 7 days a week via the Internet at: 

hltp:// www.atarisupport.com 

I ttfough this site you'll have access to our FAQ (Frequently Asked 
Questions) documents, our Hints/Cheat Code* if they're available, and an 
E-Mail area where you can get help and ask questions if you do not llnd 
your answer'- within the FAQ. 

Note: In the event we must send you a Hint Sheet. FAQ documenr, patch 
or update disc via E-mail, we may require verifiable consent from a parent 
or guardian in order to protect children's privacy and safety online. Consent 
Forms are available at the web site listed above. 

Help Via Telephone in the United States & Canada 

Foi phone assistance, call Atari Technical Support at (425) 951-7108 
Our Interactive Voice Response system is generally available 24/7, provid- 
ing automated support solutions immediately. 

I his console-based product has automated support, which includes infor- 
mation such as t;amcplay tips, information on Control Keys, possible Cheat 
Code combination keys, and instructions for finding secret screens and/or 

additional game levels (if these type of items exist and 
are made available for this particular product). 

( .leal News! We've improved oiti Automated Systems so that you can get 

| In> I specific Troubleshooting help more quickly. All vou need to do is 

rata i lit- product's 

Part # when prompted to do so. This will take you directly to all of our 
known issues and solutions tor this title. The product's ]*art # is located in 
several places (on the CD label. Game Pak, package and/or plastic disc case, 
li applicable) and is usually identified by a number such as 
04-12345. When prompted by the Amounted System, enter the la.se five 
digits of your product's Part #. (Bar example, Part # 04-1234 S would 
require that you enter the "12345* portion of the number lor that product.) 





i Note: Some products simply feature a five-digit Part # without an "04- 
p re fix. 

Live support is generally available Monday through Friday, 8:00 AM until 
6:i)U P.M (Pacific I imc). Note: We may be closed on ma[or holidays. 

Product Return Procedures in the United States &c 
Canada 

lu the even: our technicians at (425) 9SI-7IOS determine thar yon need ro 
forward materials directly to us, please include a bricl letter explaining what 
is enclosed and why. Make sure vim iiu hide the Return Merchandise 
Authorization Number (RMA#) supplied to you by the technician, and 
your telephone number in ease we need u> call you. You will receive (lie 
mailing address when the technician gives you the RMA#. Any materials 
not containing this RMA# will he returned to you unprocessed. 

Warranty Policy in the United States & Canada 

If out technicians determine that the product storage medium is found to 
be defective within ninety (90) days of original pin, lu.se, (unless otherwise 
provided by applicable law). Atari will replace the item tree of charge, to the 
original purchaser, if the item Ls accompanied by the original dared receipt 
and packaging. 
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END-USER LICENSE AGREEMENT 

IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand 
all of the rights and restrictions described in this End-User License Agreement 
("EULA"]. 

AGREEMENT 

This document is an agreement between yuu and Atari, Inc. and Its affiliated compa- 
nies ("Company"). The enclosed software game disc(s), cartridge or Game Pak 
("Software") and any accompanying printed materials are licensed to you only on the 
condition that you accept all of the terms contained in this EULA. 

By opening this package and installing or otherwise using the Software you agree to be 
bound by the terms of this EULA, If you da not agree ta the terms of this EULA you 
may not install or use the Software and within 15 days of purchase you must call the 
Teeh Support telephone number listed in the manual accompanying the Software (the 
"Manual"). Select the Automated Phone System's Main Menu option for Consumer 
Services and follow the prompts. 

You will be given a Return Merchandise Authorization number (RMA #) by the techni- 
cian. You then have 15 days from the dale of this contact to return Lhe Software in its 
protective covering, the Manual and the original sales invoice to the address supplied 
to you. 

fl this is a PC product, when you install the Software you will be asked to review and 
either accept or not accept the terms of the EULA by clicking the "I Accept" button. By 
clicking the "t Accept" button you acknowledge that you have read the EULA. under- 
stand it and agree to be bound by its terms and conditions. 

COPYRIGHT 

The Software is protected by copyright laws and international copyright treaties, as 
well as other intellectual property laws and treaties. All title and copyrights in and to 
the Software (including but not limited to any images, photographs, animations, video, 
music, text and "applets" incorporated into the Software) and any printed materials 
accompanying the Software are owned by the Company or its Licensors. 

GRANT OF IICENSE 

The Software is licensed and not sold to you and its use is subject to this EULA. The 
Company grants you a limited, personal, non-exclusive license to use the Software in 
the manner described in the user documentation, The Company reserves all rights not 
expressly granted to you in this EULA. 

PERMITTED USES 

1. If the Software is configured for loading on a hard drive, you may install and use the 
Software on a single computer. 

2. You may make and maintain one ropy of the Software for backup and archival pur- 
poses, provided that the original and copy of the Software are kept in your posses- 



3. You may permanently transfer all your rights under this EULA, provided you retain 
no copies, you transfer all of the Software [including all component parts, the media 
and printed materials and any upgrades) and the recipient reads and accepts this 
EULA. 

RESTRICTIONS 

I.You may not delete or obscure any copyright, trademark or other proprietary notice 
on the Software or accompanying printed materials. 

2. You may not decompile, modify, reverse engineer, disassemble or otherwise repro- 
duce the Software. 

3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, 
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create derivative works based on the Software (except to the extent expressly per- 
mitted in the Editor and End-User Variation section of this Agreement or other doc- 
umentation accompanying the Software) or otherwise commercially exploit the 
Software. 

4.Yoj may not electronically transmit the Software from one computer, console or 
other platform to another or over a network. 

S.Yol) may not use any backup or archival copy of the Software for any purpose other 
than to replace the original copy in the event it's destroyed or becomes defective. 

EDITOR AND END-USER VARIATIONS 

If the Software includes a feature that allows you to modify the Software or to con- 
struct new variations (an "Editor"), you may use such Editor to create modifications or 
enhancements to the Software, including the construction of new levels (collectively 
the "Variations"), subject to the following restrictions. Your Variations: (i) must only 
work with the full, registered copy of the Software; (ii) must not contain modifications 
to any executable file; (iii) must not contain any libelous, defamatory or other illegal 
material, material that is scandalous Dr invades the rights of privacy or publicity of any 
third party; (iv) must not contain any trademarks, copyright-protected work or other 
property of third parties; and (v) may not be commercially exploited by you, including 
but not limited to making such Variations available for sale or as part of a pay-per-play 
or timesharing service. 

TERMINATION 

This EULA is effective until terminated. You may terminate this EULA at any time by 
destroying the Software. This EULA will terminate automatically without notice from 
the Company if you fail to comply with any provisions of this EULA, All provisions of 
this EULA as to warranties, limitation Df liability, remedies and damages will survive 
termination. 

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 

You are aware and agree that use of the Software and the media on which is recorded 
is at your sole risk. The Software and media are supplied "AS IS." Unless otherwise 
provided by applicable law, the Company warrants to the original purchaser of this 
product that the Software storage medium will be free from defects in materials and 
workmanship under normal use for ninety (90) days from the date of purchase. The 
warranty is void if the defect has arisen through accident, abuse, neglect or misapplica- 
tion, If the Software fails to conform to this warranty, you may at your sole and exclu- 
sive remedy, obtain a replacement Free of charge if you return the defective Software. 
Follow the Product Return Procedures described in the Manual. The Company does not 
warrant that the Software or its operations or functions will meet your requirements, 
or that the use of the Software will be without interruption or error. 

TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE 
EXPRESS WARRANTY SET FORTH ABOVE. THE COMPANY DISCLAIMS ALL WAR- 
RANTIES. EXPRESS OR IMPLIED. INCLUDING AND WITHOUT LIMITATION, THE 
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS fOR A PARTICULAR 
PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET 
FORTH ABOVE.THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE 
ANY REPRESENTATION REGARDING THE USE OR THE RESULTS OF THE USE OF 
THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY. RELIABILITY, CUR- 
RENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOT ALLOW THE EXCLU- 
SION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE EXCLU- 
SIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 

LIMITATION OF LIABILITY 

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE 
FOR ANY INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAM- 
AGES, OR ANY DAMAGES WHATSOEVER (INCLUDING, WITHOUT LIMITATION, 
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DAMAGES FOR INJURY TO PERSON OR PROPERTY. FOR LOSS OF PROFITS, BUSI- 
NESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY FAIL- 
URE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY 
RELATED TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COM- 
PANY OR AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO 
NOT ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUEN- 
TIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH 
RESPECT TO THE SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR 
THE SOFTWARE. 

CHOICE OF LAW AND VENUE 

This EULA is governed by the laws of the United States of America and the State of 
New York, exclusive of its conflicts of law provisions. The exclusive venue for litigation 
regarding or arising from this EULA is New York County, New York and you agree to 
submit to the Jurisdiction of the courts of New York County, New York for any such liti- 
gation. 

MISCELLANEOUS 

If any provision or portion of this EULA Is found to be unlawful, void, or for any reason 
unenforceable, it will be severed from and in no way affect the validity or enforceabili- 
ty of the remaining provisions of the EULA. 

This ELI LA constitutes the entire agreement between you and the Company regarding 
the Software and its use. 
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